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Sure Oscar, you talk big, but 
it's time to talte it to the streets 
and prove you rule Re '""' 
Flex those firjs, bust a 
arid get ready for a kickln' 
hip-hop adventure. 
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Flaufit your reputation as yau fi^tit the 
fearsome Greait Mtiltes with a wide 

variety of moves arrf special att^ksf 



Show 'em what you're worth in DreamWorks' Shark Tale. 
Coming to a game system near you Fall Z004< 
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Safety Information 



About Photosensitive Seizures 

Avery small percentage o( people may axpserienee a sebiife when exposed to certain 
uisual Images, including naSWnglighls or patlems thai may appear in video games. 
Even people who have' no history of seizjres at epiiepsy ma^ have an undiagnosed 
condition that can cause th^e 'photosWiSrtWe epllepiic saizures" vrfiBo vraicWng video 
games 

Those sHizLires may have a variety of syinptdms, including lightheadedness, ailered 
vision, eye or face twitcfiing, Jerising or shaking of arms or legs, disorieniation. 
confusion, or momeniaty loss of awareness Seizures may also cause loss of 
conscir5usness or convulsions thai can lead to injury from falling down or striking nearby 
objects. 

Immediately stop-piaying ant) consul arfcictor ff you experience ariy of these symploms. 
Parents should watch for or'ask Ihetr'chlldren aljout the above sympttmvs— diildren ahfl 
leeragars are more likely Ihan adults to eiperiehte these seizures. 
Ti)a risk of photosensitive epileptic seizures ma/ lie reduced by.sittingtantier from the 
television screen, using a smaller television screen, playing ln a welHit room, and not 
piajfing whan you are drowsy orfatigueo. 

If you 01 any of your relatives have a history of seizure* or epilepsy. tafiSUK a doMbr 
before playing. 

dther Important Health and Safoty Information' TKe Xbo* lnslruetior> Manual ' 
cbniains importani health and safety infomiation ttiai you shouW read ahd undefStand" 
twfore using this software. 

Avoid Damage to Your Television 

Do not use'with c&rtain televisions. Soma televisions. Kpecialty (roht- or rear- 
projecllon types, can be damaged it any video games. incMing Xbox games, are 
playefl on them Sialic images presented during the normaf course of gameplay may 
"Ijum'tn" to ttie screeri: causing a permanent shadow of (he static imago to appear at 
alt times, even when video ganfies are not being played. Similar damage may ocojr 
from static images created when placing a video game on hold or pause. Consult your 
l^levision owners manual to determine If video games cian be played safely on your set. 
If you are unable to find this iriformation in the owner's manual, contact your television 
dealer or the manufacturer to detemiine if videe games can be played safely oft your 
set. 



Unauthorfeed oopying, reyerss engineering, transmission, public performance, rental, 
pay for play, or drcamvention of copy protection is strictly prohibited. 
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Getting Started 



Using the Xbox^ Video Game System 

Dise tray 




Controller port i 
Controller mrt 2 



Eject button 

Power buttofi 



Controller port 4 
Controtler port 3 
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1 . Set up your Xbox video gome system by following the 
instructions in the Xbox Instruction Manuol. 

2. Press the Power button and the stotus indicotor light will lighl up. 

3. Press the Eject button and the disc tray will open. 

4. Ploce the Shrek 2" disc on the disc troy with the label facing up 
and close the disc troy. 

5. Follow on-screen instructions and refer to this manuol for more 
information about playing Shrek 2™ 

Avoiding Damage to Discs or the Disc Drive 

To avoid domoge to discs or the disc drive: 

" Insert only Xbox-compotible discs into fhe disc drive. 

• Never use oddly shaped discs, such as star-shaped or 
heart-shaped discs. 

• Do not leove a disc in the Xbox console for extended 
periods when not in use. 

• Do not move the Xbox console while the power is on and 
a disc is inserted. 

" Do not oppiy labels, stickers or other foreign objects to discs. 






Expansion stot A' 



Expansion slol B 



Right trigger 



Left tfigser 



Left tliumbstlck 



BACK button 
START button 




Directional pad 



Rigtit Ihumbstjck 



Using Hie Xbox*^ Controller 

1 . Connect the Xbox Controller into ony controller port on 
ttie front of Fhe Xbox console. For multiple players, connect 
odditional controllers to avoiioble controller ports, 

2. Insert any expansion devices (for exornple, Xbox Memory 
Units) into controller expansion stots as appropriate. 

3. Follow orv-screen instructions and refer to tliis manual For 
more informotion about using the Xbox Controller to ploy 
Shrek 2' 
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Game Controls 

left thumbstick Control chorocter 

directional pad Control chorocter 

A button Jump 

X button Atlock 

Y button Activate special obilily 

B button Action button 

right trigger Pull (rigger to select next chorocter 

left trigger Pull trigger to select previous character 

START Access the Pouse menu (in game) 

BACK Access HUD elements (in game) 

Character Controls 

Shrek^ Controls 

left tbumbstick Control character 

directional pad Control character 

A button Jump 

X button Attack 

A, X button , Jump attack (stuns enemies) 

T button Stand next to o liftoble object and tap 

the Y button to activate ogre liffing. 

Shrek con also pick up enemies. 

Drop on object . . .While ogre lifting, press ttie Y button to 

drop the lifted object in front of Shrek 

Throwing on object . . . .While ogre lifting, hold down the 

X button to bring up the targeting 

reticle end use the left thumbstick 

to move it to the desired location. 

Release the button to have Shrek throw 

the object at the targeted location . 

B button Action button 




Princess Fiona" Controls 

left thumbstick Control character 

directional pad , Control character 

A button Jump 

X button Attack 

A, X button Jump attack 

Y button Press the Y button to activate slow time 

(needs ammo to activofe) 
B button , Action button 

Donkey Controls 

left thumbstick Control character 

directional pod Control character 

A button Jump 

X button Atfock— Top 3 times to 

do a simple 3-hil combo 
A, X button Jump attack (stuns enemies) 

Y button . . . Press the Y button to octivote the burro blast 
B button Action button 

Gingerbread Man Controls 

left thumbstick Control character 

directional pad Control character 

A button Jump 

X button Attack 

A, X button Perform a ranged attack 

to hit multiple enemies 

Press the Y button Throw a cookie straight ahead 

Hold Y button Bring up the targeting reticle— 

use the left thumbsticfc to move the reticle 

to the desired location. Release the Y button 

to throw a cookie at the targeted location 

(needs ommo to octivate) . 

B button Action button 




Big Bad Wolf Controls 

left fhumbstick Control character 

directional pod Control character 

A button , Jump 

X button Attack 

A, X button Jump atlack 

Y + left thumbstick Press to octivate huff 'n puff 

and use the left thumbstick to aim speciol breath 
B button Action button 

UV Red Confrals 

left thumbstick Control character 

directional pad Control character 

A button Jump 

X button Melee attack when the enemy is close. 

Ranged ottack when the enemy is for. 
A, X button , Jump attack 

Y button Press and hold the Y button to bring up ttie 

targeting reticle. Use the left thumbstick 

to move the reticle to the desired locotion. 

Release the Y button to throw o rotten apple at the 

targeted location [needs ammo to activate). 

B button Action button 
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Puss in Boots' Controls 

left thumbstick ... Control character 

directional pad Control character 

A button Jump 

X button. . Attack— press 3 times to do o simple 3-hit combo 
A, X button Jump attack 

Y button Press on torgetable ropes and vines 

to activate the tightrope walking ability 
B button Action button 

Fairy Controls 

ieft thumbstick Control chorocter' 

directional pad Control character 

A button Jump 

X button Ranged attack 

A, X button . Jump attack 

Y button Press to activate the floot special 

Hold Y button Brings up the torgeting reticle- 
use the left thumbstick to move the reticle 

to the desired location. Release the Y button to 

fire the float special at the targeted locotion. 

B button Action button 

Dragon Controls 

left thumbstick Control character 

directional pad , . Control character 

4' (left thumbstick or directional pod) Dive 

"f (left thumbstick or directional pad) Ciimb 

Note: Flight controls can be inverted in ibe Options screen. 
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Menu Controls 

left thuitibstick Novigaie menu 

directional pad Navigate menu 

A button Press button to accept 

B button Press button to go back to previous screen 

START Access Pause menu (in game) 

BACK , Access HUD elements (in gome) 

Camera Controls 

A comera icon appears on the lower right corner of the screen 
to let you know the camera is free to control. There ore 4 
camera states: 

• Locked —No user control 

• Total cor»trol— You can zoom and rotate the comera 

• Zoom only— You con only zoom the camero in and out 

• Rotation— You can only rotate 
fhe camera 

Manipulate the camera by using 
the right ihumbslick in the 
following ways; 

• Zoom: Move the 
ihumbstick up to 
zoom in or down 
to zoom out. 

• Rototion: Move 
right or left on the 
thumbstick to make 
the camera rotote. 

Note: Camero rotation 
can be inserted in the 
Options screen. 
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The Story 

In the beautiful, all-too-perfect fairy tale land of far Far Away, the 
King and Queen have received word that their long-losi daughter 
Princess Fiono" has finally found her happily ever after. Delighted 
that their daughter hos been freed from her ogreish curse. King 
Harold and Queen Lillian decide to throw o grand royal ball for 
Princess Fiona and her new prince charming. 

Messengers are sent faf and wide to find the royal couple and 
invite them home for the ball. Little do they realize, of course, 
that Princess Fiona's new husband is none other than the ugly 
ogre Shrek? and that Princess Fiono hos found "love's true form" 
OS an ogress. She and Shrek are living blissfully in their own 
Ugly Ever After. 

Once they receive word, Shrek thinks going home is a "really 
bod idea" and isn't too happy about facing the parents— and 
castle guards— who locked his wife in a dragon's tower. But 
Princess Fiono (along with Donkey) convince Shrek it will be a 
good time, and together they deport for the far-out land of For 
Far Away. And so, our twisted fairy tale adventure begins.... 

Main Menu 

when you first start up Shrek 2™ you'll hove 3 choices on the 
Main menu (title screen): 

• New Game: Select to 
start a gome from the 
beginning 

• Load Gome: Select 
to choose a game 
saved on your 
Xbox Hord Disk 

" Options: Select 
to modify some of 
the chorocleri sties 
of gameplay 






Ne'w Game 

When you select New 
Game from the Main menu, 
choose o game file you 
want to save on, then press 
the A button to continue and 
start a new game. 

Load Game 

when you sefect Load Game From the Main menu, choose the 
game file you want to load and press the A button to continue. 

Options 

Select Options from the Main menu to modify the 
following settings: 

• Controls: Modify controller settings ond review 
controller layout 

• Sound: Modify sound, music ond voice volume 

• Display; Modify subtitles 

• Credits: View credits 




Character Info 





As you progress through the game, you'll need to use certain 
characters' special abilities to continue through the levels. Press 
the Y button to use special abilities. Some characters' special 
abilities have limited use and can only be recharged by picking 
up o certain item. Most objects that require a special ability for 
acttvotion have the special button icon Rooting over them. This 
icon only appears when the correct character is selected ond 
standing close to the object. 

Shrek 

Shrek is a big, green, ugly, smelly ogre. 
He enpyed life alone in his swamp until he 
found the love of his life: Princess Fiona. 

fighting style: Various punches and 
wrestling moves. 

Special: Ogre lifting. He can lift, carry, place and throw heavy 
items (and creatures). (Unlimited special ability.) 

Gome tip: If an enemy is dizzy, use Shrek's ogre lifting ability to 
pick the enemy up, then throw tfie creature at nearby enemies. 

Puss in Boots 

He has steely eyes, swashbuckling finesse 
and really expensive Corinthian footwear. 

Fighting style: Sword fighting. 

Special: Tightrope wolking. A move that can 
be used to cross ropes ond chains and goin 
access to areas others can't get to. 
(Unlimited special ability.} 

Gome tip: Start combat with his jump attack. 
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Princess Fiona 

Princess Fiono is not your typical damsel in 
distress. She's smart, (ough and has been 
known to drop kick a band of outlaws. 

Fighiing style: Various karate moves. 

Special: Slow time. Princess Fiona's ability 
slows down party members, but it slows down everyone and 
everything else a lot more. This is a limited special abilify. To 
gain more uses, pick up the hourglass. 

Game lip: Use Princess Fiona's slow time to escape harm when 
close to death. 

Donkey 

Donkey's got a mouth that [ust won'! quit as 
well as the heart of o noble steed. 

Fighiing style: Donkey power. 

Special: Donkey's special is the burro blast 
kick that can knock down creatures and break 

specific objects. Most objects that con be affected by Donkey's 

special wiil have a horseshoe symbol on them. 

Came tip: Use Donkey's burro blast on stunned enemies to get 
rid of them quickly. 

Gingerbread Man 

Ninja hero ond friend. 

Fighting style: Ninjo Candy Cone. 

Special: Cookie loss— used to ottract enemies. 
This is a limited speciol obrlity. To goin more 
uses, pick up o cookie. 

Game tip: Throw a cookie to lure enemies into traps. 






Lil' Red 

Champion softboll pitcher with a 
"con do" attitude. 

Fighting style: Kicks, punches and 
apple toss. 

Special: Rotten apple bomb— when detonated 
causes an area of affect attack thot damages nearby enemies for 
20 points. Lil' Red can either let her rotten apple's timer run out on 
its own, or by pressing the Y button again, she con detonote it 
immediately. This is a limited special ability. To gain more uses, pick 
up a rotten opple. 

Gorrte tip: Lil' Red can toss apples from long range or attack with 
kicks and punches when in close combat. 

Big Bod Woif 

Dori'l let the outfit fool you. He's big, he's bad and 
he'll blow you away. Better wotch out, Grandmo, 

Fighting style: Claw swipes and bites. 

Special: Huff 'N Puff. This move can be used on 
enemies, objects and fire. It blasts enemies away 
from Wolf ond damages them. (Unlimited special obility.) 

Gome tip: Use his Huff 'N Puff special to push enemies off ledges. 

Fairy 

One tough lady who proves that size 
doesn't matter. 

Fighting style: Fairy magic. 

Special: Fairy dust. It con be sprinkled on friends 
and enemies alike. When used on friends, fairy 
dust gives them the ability to Fly for a limited amount of time. 
(Remember: The heavier a person is, the shorter the flight will lost.) 
If used on on enemy, fairy dust floats them up in the oir but leaves 
them prone to attacks until it wears off, (Unlimited special ability.) 

Game tip: Float enemies and then have a teammate 
hit them in the air. 






The Starybook 




Ihe Storybook is the hub or 
shell of the gome. In it you 
con occess new levels 
called chapters, view the 
scropbook, change game 
options, enter the bonus 
section and view images 
from Shrek 2' the movie. 

Chapter Select —Enter this 

sub-menu to access the 

different chapters [levels) in the game and obtain voluoble gome 

information. All chapters begin with a magic mirror introduction. 

Scrapbook— Visit the scrapbook to vievv all the snapshots 
collected so far. 

Save Game— Enter this subHmenu to save your 
current pf ogress. 

Bonus— When enough snapshots are earned, tfiis suh(-menu 
will open up. By earning more and more snapshots, more bonus 
games will be available. When all the snapshots ore collected, 
you can access the Movie Stills sut>-menu and see images from 
Shrek 2" the movie. 

Quit Game— This allows you to quit t!ie game. 

Snapshots 

Every time you complete a specific goal, a picture, or "snopshot," 
is taken to help remember that moment in your game. There's a 
total of 70 snapshots in the game. If you collect enough 
snapshots, you con open up to 5 bonus levels. CollecMng all the 
snapshots helps you get 1 00% completion for bonus material 
concerning the new Shrek 2" movie! 

Snapshots can be viewed by visiting the scrapbook in the 
storybook, or during gameplay by accessing the Pause menu. 
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When you have fulfilted the requirements of a snapshot, the 
screen flashes white while the picture's taken and your snopshot 
icon wilf change to show your current snapshot count. 

Game tip: Most levels have 7 snapshots to collect. Thie 
requirements for earning a snapshot vary, such as defeating 
specific monsters, collecting objects like magic beans or 
reaching a specific point like the gingerbread house in 
chapter 2. 




Party Upgrades 

Crazy Larry's Leprechaun Shop is open for business. 

In his humble shop you con find party upgrades for sole. These 
upgrades affect your porty's attack power, health or health 
regeneration abilities. All these lovely items will cost you some 
pretty gold coins. 

It's rumored thot Crazy Lorry's Leprechoun Shop is only 
ova liable in certain levels or hidden in secret places. 

Come tip: You should buy ot least 2 upgrades for your porty 
before you venture into later levels. To eorn extra coins, either 
ploy the bonus gomes or replay levels as often as you like. 



vk 




Collectibles, Power-Ups 
and Objects 

Along your adventure you'll encounter the following items; 

Gold Coins — Use gold coins to buy porly upgrades 
or lo pay tolls. 



Magic Beans— Collecting 12 of tliese will give you 

Q snapshot. 



Half Health— This replenishes your party's health 
by 50%. 



Full Health— This replenishes your parly's health 
by 100%. 



Defense Powder- Up— This temporarily makes your 
teom invulnerable to oil enemy ottacks- 



Attack Power-Up— This temporarily increases your 
party's attock damage. 



Frog Power-Up— This temporarily turns nearby 
enemies into 1-hit point frogs. 



Shrek Platform— A box Shrek 
con pick up and carry. 







Shrek Gear— A geor Shrek con corry and place 
^££^4 ''^*° machinery. 

TNT Barrel— An explosive barrel that damages 
enemies and objects. 



Teeter Totter— Use 2 characters to reach 
great heights. 



Playing the Game 

The Buddy System 

During gameplay, there will always be 4 chorocters on-screen 
except during Hero Time," You control 1 of the 4 characfers in 
single piayer gomes. Ttie computer controls the other 3. You can 
switch at any time to control a different character and use their 
obilities (except during Hero Time"). As you ploy, if another 
charocter joins the party, a character will leave the group to 
keep the total to 4, 

Hero Time" 

Hero Time™ is a special mission where only 1 of the 4 
charoclecs pioys o section of the level. Since some chorocters 
ore better suited for specific tasks, Hero Time" allows each 
character to show of^ theii talents and ossist the porty through 
the level. 

Multiplayer Mode 

Shrek 2' can have up to 4 players. Eoch character is marked 
by a colored selection circle that surrounds the character. 
Player 1 's color is yellow, player 2's color is red, player 3's 
color is blue and player 4's color is green. When more thon 1 , 
but fewer than 4 players ore playing, you con switch between 
your chorocter ond the charocterjs) that's being controlled by 
the computer. The gome outomoticolly detects 



installed conlrollers, so additional players can join a game in 
progress by inserting o conf roller and pressing the START button 
or leave a game by removing a controller. If another player 
joins your gome, the selected character becomes controlled by 
the new player. IF a player leoves the game, the computer takes 
over the vacated character. Players can leave a game by 
pausing, selecting Options, then selecting Choose Players. 

HUD Display 





^ 
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Boss AAetef — ' 


7'''^*'^^Km 


ChoFocler 
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Porlrails 




JHI^ 


■^ W v^ •'-| 



Colleclible 
Di^lay 



Camera Icon 



Character portraits— Choracter portraits are at the bottom 
of the screen, Below their pictures are red health meters. As 
a character takes damage, tfie line moves to the left. Some 
characters hove an ammo slot on Hie top right to show how 
much ammo is left for that character's speciol. 

Collectible display— All the collectibles in (he level are 
displayed in the upper right corner when collected or when 
you're pressing the BACK button. 

Camera icon— In the lower right corner the comero icon 
shows you the comero status. 

Boss meter— During boss battles, their health meter appears 
in the upper left corner of the screen. 
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in-game Pause Menu 

To access vital informotion and options during gomeploy, 
press the START button to bring up the Pause menu with the 
following options: 

■ Character Info— Access this sub-menu to gain valuable 
InFormotion on your character. 

• Upgrades— Access this sub-menu to find information on 
upgrades and learn which ones ore affecting your party. 

• Scrapbook— Look at the snapshots for the level. To see the 
snapshots for other levels, go to the Storybook and enter the 
Scrapbook sub-menu. 

• Save Game— Save your progress. 

• Options— Chonge settings on vital gomeploy components. 

• Exit Level— Exit the current level and return to the Storybook. 

• Return to Game— Return back to gomeploy. 

• Snapshot Information— On the right page you'll find 
informotion about the level's snapshots. 

Saving and 
Loading 

This gome is equipped with 
an auto save feature that 
keeps track of the number 
of coins, magic beans 
and snapshots collected. 
Auto save is triggered at 
every checkpoint and is 
also triggered ot snapshots. 

Auto save also keeps track of levels completed and mini-games 
completed in levels 3 and 6. Once enough mini-gomes are 
completed in those levels, oulo save will open up the next 
level automaticolly. 




Loading 

You con load o previous saved gome only at the 
Main menu (title screen). 
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Bobby Ar\unguio 
VinOerv) Sinotto 

AnlHor^y Lu 
PedcD Aguibr 

Manager, Technical 
Requirements Group 

Mrnlor^tj rii^Lli 

Sr. Lead, Technkol 
Requirements Group 

■,ir.r- knr^,^ ,.-.,- ■. i;- l::,or- 

Testers, Technical 
Requirements Group 

y/'ni- VVlcnje'^Q 

Aaron Cnmodio 

Robert lora 

Sr. Manager, 
Customer Support 

Bob McPherson 

Customer Support 
Leods 

■»_-?ory ttolduc - 
Phone Support 
Michael Hill - 
E-moil Supporl 

C5/QA 
Special Thanks 

Jim Sumrriei's 
Jcjson Wong 
Joe FavQzza 

Tim tenia w 
Adam Hottsfield 



Jason Levirve 
Nadine Iheuziltai 

Gtenn Vistante 

John Rosser 

JO-Son Potter 

fndra Yee 

Joule Middleton 

Todd fccjme^ 

Mike Beck 

Willie Bolton 
Chad SiodhoH 
Jennifer Vitldio 
Nick Fa/ozza 

Mike Rixford 

Tylt*r Rivr^', 

SPECIAL THANKS 

Shawn Capisttono 

Sieve Rosenthal 

Chris Archer 

Morli "Kip' Tuindorf 

Gene Bohng 

Brian Clarte 

Todd O Jefferson 

Peter MurrDvez 

Juon Vbldes 

lorry Goldbetg 

Ken Fojt 

Ben DeGuZman 

Nick Folzon 

6nan Pass 

Jay Gordon 

Kelly Byrd 

Roben Berger 

f bro lev/ 

Anne leuschen 

leremy Grcspner 

Jenny Siornetta 

Jennifer Doniels 

John Atoore 

Holey Falzon 

Melisso Huddleston 

Andrea Frschelle 
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BRAIN ZOO 
STUDIOS 

Creative Director 



Animotkin Director 

pVuDhammed Davoudian 

Producer 

^'aien. Distort 

Animation Artists 

Dave Bondi 

Work Levin 

I 'i^ NeuhaKn 

Hyofi Kim 

Daniel Herrma 

David Hiclev 

SCRIPTWRITING 
SERVICES 

BUNDUGHT 

Blindiighl Writing 
Producers 

Mid-iofI FX. [>olev 
Anffrew Helm 



MJcboeJ Gougii 
Moik iVoseley 
Mel foir 
Andre Soglluzz: 
James Arnold loylo* 

Ibia Sifong . 
Cloudia Chrisiinn . 
rid V fields. 
Vonessa Muisholl 
Chris Knlghs 
Cody Cameron 
Ajan Warner 



Biindltght Writers 

-■'■M, t :.;.■■ 
Nathayi i>3viOiOfi 

Armo K. lotto 

Jenrifar lloyd 

John Schwab 

Juhet V*Ikei 
Monica Zepeda 

Additiondl 
Script Writing 

David fresman 

MUSIC 

Kevin Wjjr.ihei 

Kevin RiepI 

kmm piodud>ons.coni 

De^il Went Down lb Geargio 

Writien by Charite Donieis. 

William Oigiegano, Jghn 

Cioin. Fred EdwOTds, Ctrarles 

Haywoid, James AAarsliall 

©i 979 Sofi^ ol- UnKosal, Inc. 

Used by pennrssiofi. 

Ail rights tesefved 

Additional Music 

Rub H^r-i I V 
kmmpfockiclionj.coin 



SOUND 

Costing and 
Voice Direction 

Maijc;tl ~\ji:Q 
Wtmb iVVuc 

Recording/ 

Engineering/ 

Editing /Voiceover 

effects Design 

Fi' vV .^v:ltarrer 
Womb Music 

Sound Effects 
Creoted by 

EXTREME AUDIO 
DESIGN 

Sound Supervision 
and Design 

PouliVtenlthini, M.P.S.E 
Tim Gederr^er, M P S E 

Sound Design Team 

Ann bcibti!!*, M i'^.b 
Rdoiirf Ttrni, M PSf. 
Michoe' Katnfjer, M.P-S.f. 
Mark AJten. M.F-.S.E. 
TimWalston, M.PS.B 
Bryan Jerd«i 
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VOICEOVERS 

Shtek, King fHorold, KnigFu. Peaianl 

Donkey, Bartendsf 

....... i. . Magic Mirror 

Puss in Elools, Tioli. Tteonis, Popo Beor, Mi. Hood 
ngefbreod Mon, Prince Charming, Wolf 
Qwart, Ifiprechaun 

. . - til' Red, Fairy 

. . fairy Godfnothei, female Citizen 

Princess flono. Female Citizen 

Wif ked With, Cinderelta. Gtondmo 

> liiee Blind Mice 

Tfiiee little Pigs 

Big Bod WoM 
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Customer Support 

NOTE: Please do not contact Customer Support for 
hints/codes/cheats; only technical issues. 

Internet/E-mail: http://www.activision.com/support 
Our support section of the web has the most up-to-date 
information availoble. We updote the support pages daily, 
so please check here first for solutions. If you cannot find an 
answer to your issue, you can e-mail us using tfie support form. 
A response may take onywhere from 24-72 hours depending 
on the volume of messoges we receive ond the noture of 
your problem. 

NOTE: Internet/e-mail support is handled in English only. 

NOTE: The multiplayer components of Activision games ore 
handled only through Internet/e-mail. 

Phone: (310} 255-2050 

You can call our 24-hour voice-mail system for answers to our 
most frequently asked questions at the above number. Contact 
a Customer Support representative at the same number between 
the hours of 9:00 am and 5:00 pm (Pacific Time), Monday 
through Friday, except holidays. 

Please do not send any game returns directly to 
Activision vtrithout first contacting Customer Support. It is 

our policy that game returns/ refunds must be dealt with by the 
retailer or online site where you purchased the product. Please 
see the Limited Warranty contained within our Softwore License 
Agreement for worranty replacements. 

Register your product online at 

^vMow. a ctivi s ion.com 

so we can enter you in our monthly 

drawing for a fabulous Activision prize. 

SInli a 1 reqriHid IndHiir^ tf DranitoiJu LLL 9tiT« z, S/nk E» DB^fi Sink '^'' ftiDisi F«u nl fhB >i E^ 

Ui:. MlM^ACd ^ rflriTttuM bv iktiviiim Pkiil'^in), bi(u CnR CD* « Zm JiFtlvi^ 

ind tifn tlnw b s Iradnwt (^ ACIrmien. int. dfl b iTMiliL JU rt^ r««rvfd. IIH idH IfidHtwIa jnd ITAIr ndffB «« It* p^^ 
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DIVE INTO SHREK'S NEWEST 
TWISTED FAIRY TALE ADVENTURE... 




with the Official Strategy 
Guide from BradyGames! 

• Comprehensive walk-through. 

• Expert tips for completing 
special mini-quests. 

• Complete character coverage, 
including ability lists for all 
ten playable characters. 

• Multiplayer tactics. 

• Game secrets, piizzle solutions and 
tips to find all hidden magic beans! 

• Plus, fun Shrek bonuses 
and activities! 




To purchase BradyGames' Shrek 2"* Of^ciai Strategy Guide, visit 
your local elecimnics, book or software retailer. Also available 
online at bradygarnes-com. 

ISBN: 0-7440-0384-9 
UPCi 7-B2073-0O384-5 
PRICE; SU,99 US / $21.99 CAN 



Sfirrt h » rwhrtcrrt Mdwnsrt oT OwimWwtw LLCSIml: 2, Shrrt En- Oftijn, ShrrllT,'' fti'nWB flofls Bffll 
Pu» lrl Boobs- TM A « 3O04 OrramWurtl LLC, PlAlfShfS »fl[l dirtributcd tiyArtlwIoii Pudli^hlra, Irtt &iric 
CExlc '■ 300* Artimlofi, InC arj ili jffilisrrci ftiwiwn Jia riMjoWWd traifcnrDrt n* icltvwoR, tnc md iu 
.11 iirfl«. The falingi icor is a rtgnterri ^rartrnurk of in* E-nlfrianTmcnL SoftuVBt tewitiua. All dHict 
■ 1'Tijt^s a[«l rftUf namrs irr rhr nrupWTS flf rhf if H^^p^rtivf OHnrrL 




USE OP T>BS WHXJftW G5UaS<^ tC Ti4gsorrvfti«E t^^ 

SOFtWWE WaUDeSlMTfl r^ ACflEEMBa, THE ASSOCIATED WDW, *KY PfflNTS) HAJtRtALS. AND ANY ON L [Nf Oft 
ELECTROttC DftCUMESfTATiON, A«t) ANVjUMO AU^ COPIES AND DERIVATIVE WOFWS OF SlAIH SOnTliWlE .AND MATERIALS' B¥ 
■□PEIJAEThiS rtCWGt M«MH US»« nflC Pt^OGiyjH, y™ AfXEW THE TERl^ 

rACTivisiafn 



«EWy BTd fetdiMivslv tar I 

TlihPni^^BiAlewUtfd.'iiMtSJ VtUr tcsnu tznfati lu ■• or cwwiffMP kn 



this AfpWmiuiL am nuivM] tiy MUt^at 
IMi Pni^rBm and ilujkj noi E>9 (xntlnJed Bi 1 Esle of BTTV r^^ 



OtW^WtP. All Mta, OlMW(^l(^ i^STite 3n] ntalMual vtf^ 

lntilidU^tfi»,odrrf]iiar[xil».1^en4s, ittipSft. dW>9Bx, ETis'sa^ 

3fito«tkw «anM. [raiMit coiVQifeim,' Ml^ 

Into itik Pti^r^Ti) ■« OHM byUiK'yQn « 4t' hi»wyt. thir pjQtnn ^ 1^^ 

DopraMWafcgantfcanwnfloiliindotPifteKTTitPnigamaM^ 



TOUSMUWTr 

' Exp(cAltnPTT:9Ki)orKnycl«ft|lMtwmMrdBNy,kdLJdrigbaim 
*ni^ OOW )«IIKrt.bl*M saa. ActvMon may cdv I Eflpdriee Sd^ 



AgfMnwA b pcrrrii: ynj b m^e Thl& Pmgrarn Bivlabfa fc 



maarmnmetBn6tetlti&PTD^an\,attr}ycx^imi)JititPrtfirwn wnhoU1l^eeKp^e^^pnarw^1r^•^.Cl 



DfActMskVI. 

» HBV«MfcnQUW«.tlwBlsOiWlMdt.ttyjdif||f.dBcCi(rTpfle.dl£^^^ 
'■Renvwa !&te[fe[ycriirti«»ilWiypn!pttlaTvna6«iwl**lxrt<l^ 
* E^rarl^ii«-tijunihbpTogr)iir|UhiyiA(TyiVadvC9tkTinnvidAraTafaiya 

LIMITS) VURAANTV. ta\u\«cr\ ugrranu b tm crigrtf ccnsuirw puraiaser at Cus Pfcgrvn thai V* WiTtlrig m«dlLn :n whch w Pngmn 

» »«CO»di>J vrti l>j Tiw rram Oatecfi fi nHtenal md iwrtmir*^ 

ddfe^k« iiAwi ^ daitt ijt ofjlml pdrehtM, Airllvlskiii agr^ 

[«wd uron lb ivo^ or Itv Piecbja pOEbge pad. ttidi pnsd Df uw dito c^ 

.Adivisien 1nir««<AiMiriidVW'Pn#«nii4iQlot)Q«rtv«hM. Adhritlttit^ 

WiM . iTits WttHvy ta Hmhid U BW t^GOnlriB rriedkj^ ccntar irq Ihs Pnagra^ 

ncmotf w«v'Mid isar Tlib wvTVtiy »t4U not i» arpplicAtita jinc bI^II be v^ 

My^rpW iii«nnin.priftatbBd b/EEtynvv aKprasGl^ 

EXCSTAS'seTPaHTHAfiOVE'rHISlA'AHHASTV 13 9t LJEUOF WlOTHEfi WARRANTIES. WHETHER ARAL Cfl WHrtTEN, EKPflESS 

OR IMPLIED. ItKHJDMCAHY lAwysiMITY OF MERCHANTABILITY, FITNESS FOR A WUrr&CULAft PUflPOSE C*t NON-INFTWCEMENT. 

APA'Nia'OTVt^ RS>HESEKTA?IDUS OR C:iJ<MS OF ANY KIND SHALL BE HIHaMG ON OR OeUOATE ACTTUlSICiN 

Vi^«ii TOtuiWq V« Pt«9nini iSf Hflira% refilxflnnnl fiteB« send llw w 

i;n ■ trnnopy afy^ ^tM lUB r^ieipi J?) ^fijr riimehd pttuTi h3di^ 

proMmfftiV^^ tft iiTitsuiiertria 2f4 ita Evs;em cTi 1^^ 

iwBrt«ntyp«M,bllwmiin[iHVBtf3ltei'l}eQalHiar[»tfiiMlM^ ain«nl^per(|BrieiKkc 

FqdKVn&nt NRi« C«ifllfi«J m«l njcornflWiyMd In tiaU S. swiflta; Warrmtj'TfeplaQMm!ftfiAaVBiflo;lfic..PO BcuC 67713. InfiAngatei, 

CafifemiWDOr. LIMITATIESH ON tjAUAGES. IN NOEVENT WILiACTlVISIDNBE LlAfiLEFOR SPECIAL INCIDENTAL OR 

OeWSECK^NTlAL IM^AGES RESiATlWG rftOH F^BESSION, USE <M MAL/IjMCT IDW OF 1 f« F-ROC^^LAM. INt]LLlDlNG QAMAGES 

TO FfljOPERtY: LOSS OF GOOOWILL COMFWEH FAlLuSE OR M^iFUNCHON AHO. TO THE E?aENT .PERMITTED BY LAW. 

DAMAiSES FOR FfBSONAl (SJUftieS. 6VfN IF ACTTIVISIDN HAS BEEN ADVIBED OF THE POSSIQlLirt OF SUCH DAIWU5CS, 

i<CtrVlStON*S LIABILITY SHALL ^OT EXCEED THE ACTUAT F-fflCE fWiO FW| THE L ICENSE TO USE THIS PROGRAM SOME 

STATES^COUNTHICS DO MOT AL I OlM LlMfTATlONS OK HOW LCM] AN IMPUED WAHRANTV lAETS ANDjQfi IHg EXCLUSION CSt 

LlHrTATION Ot IMCIDEMTAL Cfl CONSEQUENTIAL DAMAGES. &D THE A^OVf UMiTWIOnS A^JO-Cfl EXCLUSION W UWfTATWN OF 

LWaiLl TY MAV fr*OT APPLY TO YCU T MIS V.'ARFWNTY J^iVE^ VOU SPECIFIC LEGAJ. RIGHTS, AND YDU WAY HAVE OTHEft ffl&fTS 

WHICH VARV FftOH AlBiSDICTIDN TO JURISDICTX3N. TERMINATION. Wth&Jt p-malw lo *fty iJthOr DERl* <sM AHwtacn, Ite A^Bsmwd 

witlaiTiHraai&flmaTamaly,e iiiDulal toegnWufUh Bt toim »l>d C UX iB mM lnki^vAM,]AurraattlMlniyaNEq]iaKarHPivgrvTt«fyE«tlcil 

UlismroniWtJWt). US GOVERNMENT FESTRICTED RIGHTS T^a Prnjarti md il.i.umiwm jitM twff Javilot*d hlWiy a pT-ati 

»cp«(aa afV3 are (YDAtfld ££ "Civinltun^ Ccnpij^ Salh^ 

f^»vniniint>i:vSUS (?iMmiTvnisut»rtlnAf«xijb}fiaii]Nna«dnitf 

and C«Wj1«^ Sctlnare CbLSeS ri Of ARS 25l2?7-7ai3 or » Ht Igrin In «bcv^^ 

R0airtd«dRis^dauB0iilFAn^JSl7.19:M9K4ieiiCll» Tlv CaVOOOr^hUn^AiPKl^AdtMUin. Rl. JliUOceiMPMBoAMn^.SMll 
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tUllKTIOli SOUH Acnviiion ««uld t« Impvacly danaged If 'd^ 1^^ 
A^HefiwnL n acllnlon tj fcJtti i3tt« rtmwjM M Ai[(M«*5n m^ nlh^^ 
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Ed ffie Edma i3l TiIe AgWsmvil 
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MM£fiJJiiJiECU3v TnmAqr««fiiamt3piBBflii&1h9cenipkM oQri^^ 

t iftmn vts and reiy&BantafliQna bflfiwanlhani. Utr^ybe BmenJMIonly'by a wrflrtt] b^pqiIM Lv tCffi cartwirt. IT «iV murtsfcri Of Ws 

lAflftwflsni Is hew lo be WWTTTofWBW to »Ty reBon. luch fi^ivt^ 

?iililvriaAh9Tnn«iDnt'{«rtt«t A^B«mflrt ilifl nn bti sThctn]. Tl^ AgiB^^ 

U ignimaw UHWn CaUhinlB wwstfU iRMretf TftD 

IP V* W« »l^^iB«fc*" tWMnlnS ■* tow^ iflu tray «rt« A(*«*W 
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